ry I | | 


Meco ss NATIONAL GO SOCIETY 


eee Y ROAD, EDISON, NJ 08817 
aS ‘ee 4 RAMSE ‘ SON, 
—— 
CATALOG NON MEMBER MEMBER 
NC. WOODEN GO BOARD PRICE PRICE 
GB 006 F 1.5cem thick, Agathis folding board 20.00 14.00 
GB 101-T 2.5cm thick, Agathis table board 45.00 30.00 
GB 102 TP 5.5cm thick, Agathis table board 90.00 60.00 
GB 102 T 5.5em thick, Masame Agathis table board “Supreme” 135.00 90.00 
GB 112 KI 5.5cm thick, Itame Kaya table board 260.00 180.00 
GB 112 KM 5.5cm thick Masame Kaya table board. (2 pieces glued together) 340.00 210.00 
eee 
CATALOG NON MEMBER MEMBER 
NO. TRADITIONAL GO BOARD WITH CARVED LEGS PRICE PRICE 
——— 
GB 105 LX 14.5cm thick, Masame Agathis board 360.00 270.00 
GB 106 LX 17.5cm thick, Masame Agathis board 480.00 360.00 
GB 107 LX 20.5cm thick, Masame Agathis board 600.00 450.00 
GB 108 LX 23.5cm thick, Masame Agathis board 720.00 540.00 


If you are interested in a Shinkaya board (Spruce), simply mark “‘S” after the catalog number. 
Prices are same as Agathis board. Spruce has a nearly white color while Agathis has a light creamy brown 
color. (A cloth cover will be furnished without extra cost.) 


GB 115 KA 14.5cm thick, Itame Kaya board 1,200.00 900.00 
GB 116 KA 17.5cm thick, Itame Kaya board 1,800.00 1,200.00 
GB 117 KA 20.5cm thick, Itame Kaya board 2,400.00 1,600.00 
A custom wooden cover and a cloth cover will be furnished without extra cost for Kaya board. 
TAL NON MI 
CANO. ~=—s« SET OF STONES AND WOODEN BOWLS ee 
GS 223 GL 6.5mm thick, high quality glass stones (set) 25.00 17.00 
GS 228 GL 7.5mm thick, high quality glass stones (set) 30.00 20.00 
GS 234 GL 9.5mm thick, high quality glass stones (set) “Phoenix” 40.00 30.00 
WB 301 L Two, Ash bowls, Large (Dark brown color) 35.00 20.00 
WB 302 LX Two, Zelkova (Keyaki) bowls, Large (Light brown color) 100.00 60.00 
WB 303 LX = Two, Mulberry (Kuwa) bowls, Extra Large (Yellowish brown color) 150.00 90.00 
WB 304 LX Two, Chinese Quince (Karin} bowls, Extra Large (Reddish brown) 120.00 70.00 
Large bowls can accommodate up to 9.8mm thick stones & Extra Large bowls up to 12.1mm. 
‘MBER MEMBER 
CANO «= ACCESSORIES vee ae 

WC 912 LX Paulownia (Kiri) wood cover for 5.5cm thick board. 50.00 30.00 
WC 915 LX — Paulownia (Kiri) wood cover for 14.5cm thick board 100.00 70.00 
WC 916 LX — Paulownia (Kiri) wood cover for 17.5cm thick board 110.00 80.00 
WC 917 LX Paulownia (Kiri) wood cover for 20.5cm thick board 120.00 90.00 
WC 918 LX Paulownia (Kiri) wood cover for 23.5cm thick board 130.00 100.00 
WC 930 LX Paulownia (Kiri) wood case for extra large bowls 70.00 45.00 


1. Member price is applied to the National Go Society, American Go Association 
and Canadian Go Association members. Go club members who send a 
member list are entitled too. At least 10 players should be on the list. 

2. Go clubs are entitled to get 10% discount on orders of 9 or more items (or 
3 sets) of any items. 10 or more sets of order, please write for assistance. 

3. In case you are not fully satisfied, return equipment in the original packing 
within 5 days from arrival for your full refund. Please understand return 
postage is the customers’ responsibility. 

4. If there is any damage, report immediately to the delivery company or post 
office for insurance. ie 

5. Any applicable taxes for foreign orders are the customers’ responsibility. 

6. Please make a remittance by check or money order payable to “National 

..Go Society”. Foreign orders; Please make U.S. bank draft or international 

“money order in U.S. funds. 

. Prices subject to change without notice. 

. Illinois residents, please add 6% sales tax. 

. Most items are readily available. If not, you will be advised. 


Postage, Insurance & Handling 
1. U.S.A. included. 
2. Canada; 
Up to U$ 200.00 order: Add 10% 
U$ 500.00 order: Add 7% 
U$ 900.00 order: Add 5% 
Over U$ 900.01 order: Add 3% 
. Other country; Write 


Write for free brochure. 
“How to select and preserve the 
Go equipment. 
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GO IS — 


An ancient board game which takes simple elements — line and circle, black 
and white, stone and wood — combines them with simple rules and generates 
subtleties which have enthralled players for millennia. 
only in its oriental elegance, but also in practical and stimulating features in the 
design of the game. 


Go’s few rules can be demonstrated 
played over a wide range of skills. 
and discoveries. A unique and reliabl 


quickly and grasped easily. {t is enjoyably 
Each level of play has its charms, rewards 
e handicapping system leads to equal con— 


tests between players of widely disparate Strengths. Go is uniquely flexible, and 
rewards patience and balance over aggression and greed. An early mistake can be 
made up, used to advantage, or reversed as the game progresses. There is no 
simple procedure to turn a clear lead into a victory. Go thinking seem more 
lateral than finear, less dependent on logical deduction, and more reliant on a 
“feel for the stones, a “sense” of form, a gestalt perception of the game. 


Beyond being merely a game, go can take on other meanings to enthusiasts: 
an analogy for life, an intense meditation, a mirror of one’s personality, an 
exercise in abstract reasoning or, when played well, a beautiful art in which black 
and white dance in delicate balance across the board. But most important for all 
who play, go, as a game, is challenging and fun. 


THE AMERICAN GO JOURNAL (ISSN 0148-0243) 


The AGJ is a publication of The American Go Association and offers instruction, 
commentary, news and articles of general interest about the game of go. AGA 
membership and AGJ subscription is $20/yr. Copyright © 1987 by The American. Go 
Association. All rights reserved. Reproduction in whole or in part is prohibited. Back 
issues are $20/vol. Write: AGA, Box 397, Old Chelsea Station, New York, NY 10113. 


Bob High 


Managing Editor: Roy Laird Peter Shotwell 
Associate Editor: Wynne Evans Photos: Barbara Calhoun 

Don Wiener Haskell Small 
Business Manager: Terry Assael Cover Art: Wynne Evans 


Go's appeal resides not 


AGA Officers 


President: Terry Benson Ratings Coord.: Dave Relson 
Western VP: Les Lanphear Youth Coord.: Chen—dao Lin 
Vice President: Masao Takabe Information Ofc.: Peter Shotwell 
Treasurer: Barbara Calhoun REGIONAL COORDINATORS 
Membership Secretary: Bob High : 
AGJ Editor: Roy Laird New England: Don Wiener 
Club Coordinator: Roger White eouilicny Sah: dee ters 
Tournament Coord.: Ken Koester Portier Cale; 


MEMBERSHIP APPLICATION 


Date New Membership ___—- Renewal ____—- Address/Name Change ___ 
Name u ** FOR AGA USE ** 
' Amt Check/Cash Rec'd / / 
Address 'CDL BC RL DW LL JW TB 


' Response sent: CDL BC RL TB LL 
' Card, List, AGJ's/GR's, Other 


ZIP Telephone # 


Regular Membership (includes a subscription to the Américan Go Journal 
for 1987 - $20/yr. and American Go Newsletter) *** overseas add $5 *** 


Chapter Membership (includes an AGJ subscription). Chapter Membership 

for 1987 - $30/yr. authorizes a club to sponsor AGA rated tournaments, 
make use of the AGA label service, receive AGA 
organizational materials, and offer to club members 
a $5 ¥Limited" AGA membership (no AGJ subscription). 
Limited Memberships must be sent by the AGA Chapter 


Contribution to the work of the AGA in promoting GO on a national level 


(those who wish to make a tax-deductible donation toward Go education 
may do so by sending a separate check payable to the American Go 
Foundation. An acknowledgement will be sent by the Foundation.) 


Total Enclosed payable to the American Go Association 


Your support and that of every player who loves the game of go is crucial to its 
continued growth. Thank you for your help! 


SUMMER TOURNAMENT SCENE 


Tournaments in Maryland, 
Kansas City, Portland OR, San 
Francisco and NewYork made this 
spring. a busy one for go 
enthusiasts. Players are 
participating in tournaments by 
ong-distance, using their 


computers, and there was even a 
special Inter-City Tournament. 

There has been plenty of activity 
at The San Francisco Go Club, as 
usual. Turnout was promeing at 
the Honinbo Tournament and they 
hope to do it again next year. In 
June there was also The First 
Annual Chaps Wooley Hi po 
Buster and Go Player Extra- 
ordinaire Memorial Tournament. 

In Kansas City, a field of 
seventeen from all over the 
Midwest crowded into a small 
conference room for a Saturday of 
casual play and a handicapped 
round robin on Sunday. 

Steve Fawthrop of Tulsa dazzled 
everyone on Saturday but fizzled 
out on Sunday as Peter Yam 4-dan 
from Chicago walked away with 
the Dan division. An irreverent 
Alan Norman put his 5-kyu rating 
behind him as he smashed oppo- 
nents in the high kyu division. 

On the same weekend, some 
hundreds of miles to the North- 
west, the Portland Open was held 
in its traditional beautiful location, 
the local Japanese Garden. This 


NEMESIS CHOSEN 
GAME OF THE MONTH 


BYTE Magazine’s games 
columnist, Jerry Pournell, has 
selected NEMESIS as July 1987 
Game Of The Month. Bruce 
Wilcox, , NEMESIS’ creator and 
public spokesman, tells us that the 
poo is re a off, the hook. 
ournell states his intention to 
review NEMESIS in more detail 
some time soon. 


year’s playing field included three 
players from mainland China and 
one from Japan. The winner was 
Judy Debel 1-kyu. 

Maryland’s 14th Memorial ae 
Tournament again drew over 
people and featured a large kyu 
section as always. The open 
section was won by a visi ing 
professor from Japan, Mr. Wata- 
nabe, who graciously returned the 
$100 prize, explaining that he is 
not a professional! 

On June 6, the New York State 
Open was held at the New York 
Go Club. Mr. Tao of Chinatown 
won the open section, and Bill 
Saltman made good use of a break 
from organizing the 1987 Congress, 
winning the kyu section. Second 
was claimed by Mindy McAdams 
9-kyu, who has been playing for a 


little over a year. ; 
Throughout June, the first 
Inter-City Tournament was_ held 


between Baltimore and Cleveland, 
using Tele-Tsuke. The result was 
a roui for Cleveland. Zimmerman 
soon redeemed Maryland’s honor, 
playing in Cleveland’s Noble 
arlson Memorial Tournament on 
July 12 without ting, a his living 
room. Playing again by modem. 
he had an ‘undefeated record until 
the fourth round. He was edged 
out by Steve Silver of Michigan. 


REDMOND SCORES 


After a brief slump, Californian 
Michael Redmond “has quickly 
otten back into top form. 
ollowing his two defeats in A ri 
Michael “also lost in the Thir 
Stage of the Judan Sen - against 
the prominent 9-dan Otake Hideo. 
He then came back to defeat 
Hasegawa 6-dan, and defeated 
another 6-dan (Sakai Eio) in the 
oteai (rating tournament). 


4) 


BATTING 1000 


In June, the AGA reached a 
long-sought goal. We have always 
had a few hundred members, and 
lately we have had several hundred. 
Yet in a country of over 200 
million, such a small number is 
hard to understand. However, 
Membership Secretary Bob High 
reports that in his most recent 
tally, there were 1004 members. 
We are a four-digit organization! 


GOING, GOING...GONSHOR 


Blaine Walgren of Sea iic, who 
had won the right to attend this 
ears World Youth Wei-chi 
netapionsiep as North American 
Adult epresentative, has 
withdrawn due to family illness. 
Since Canadian finalist Ben Kruger 
declined to play off against the 
American runner-up, New Jerseyan 
Harry Gonshor 5-dan claims ‘the 
prize by default. 

Gonshor, a “Mr. Natural" look- 
alike, is one of the most familiar 
and recognizable figures on the 
East Coast, with his ringing, glee- 
ful cries of "O am an idiot!" 
and similar refrains. Gonshor and 
Dr. Shen, the Director of the Ing 
Foundation (which sponsors the 
tournament), are old friends, from 
ears of playing together at The 

ew Yor o Club_ when Shen 
was a US resident. Both will be 
delighted to meet again, half a 
world away. 


THE TENTH CANADIAN 
GO CHAMPIONSHIP 
Go-ing All Out 


; nis year’s Canadian Cham- 
pionelip on October 9-12 in 
oronto will be a very special 
event, celebrating ten years of 
Canadian championship go. Sub- 
stantial prizes, as well as trophies, 
will be available through the gen- 
erous sponsorship of The _Manu- 
facturers’ Life Insurance Co. A 
table goban donated by Lebovic 
Enterprises will be given away as a 
door prize. Professional players 
and tour groups from Japan and 
Taiwan are expected to attend. 

This major event is planned to 
coincide with both America’s 
Columbus. Day and Canadian 
Thanksgiving, and organizers are 
aiming for the biggest event ever 
in Canada. . Friday's reception will 
be followed by the main tourna- 
ment on Saturday and Sunday, with 
plete and pro events on Mon- 

y- Sunday will also feature a 
special youth and beginners’ tour- 
nament. 

Advance registration is required 
by September 30 - a late fee will 
be im on entries postmarked 
after that date. Contact Pat 
Thompson, 1320 Mississagua Valle 
Blvd. Pots Mississagua, Oniarid, 
Canada L5A 389. 


This 


TOURNAMENTS AND EVENTS 


CONTACT 


US Go Congress '87 
Box 235 
Northampton, MA 01060 
Richard Dolen 

(213) 828—0478 


James Cooper 
(815) 229-3273 


DATE EVENT & SITE 

8/8—/16 1987 US GO CONGRESS 
Mount Holyoke, MA 

9/5-6 Western US Championships 
Los Angeles, CA 

9/12 Ichiban! The ist Rockford Tourn. 
Rockford, IL (west of Chicago) 

10/9—12 10th Canadian Go Championships 


Toronto, Ontario 


Pat Thompson 
(416) 272-0173 


- High Notes | 


by Bob High 


NEMESIStm - 15-KYU AND COUNTING! 


NEMESIS, Bruce Wilcox’s go 
playing program, was the first non- 
uman to compete in the US Open 
Go Championship three years ago; 
at 20-kyu, it had a 3-3 record. 
Now ie long-awaited  15-kyu 
version is available for $125 plus 
$3 shippin from Crystalline 
Creations, 3g Oak St, Lexington, 
MA 02173 (617) 863-1454. 

The new NEMESIS for the IBM 
PC (with at least 300K of RAM 
memory) comes in an attractive 
ackage along with a 24-page 

klet introducing the user to the 
game of go, via the "sector theory" 


concepts first published in - the 
AGJoural some years ago. Only a 
couple of pages are actually 


devoted to using NEMESIS, for 
good reason: NEMESIS is 
completely self-documenting. Once 
installed (a simple task), NEMESIS 
provides clear, concise on-line help 
for almost every situation one can 
encounter. First-time users are 
prompted to step through the help 
text at least once, and each screen 
displays a well-organized menu of 
command options available. 

The main presentation format 
consists of a split screen with 
game board to the left, command 
menu to the right. The user can 
select and modify such parameters 
as board size, handicap, Chinese vs. 
Japanese rules, and whether or not 
NEMESIS should give reasons or 
its moves (a sort of "self-kibitzing" 
option!) 

NEMESIS keeps track of both 
players’ time and prisoners, op- 
tionally provides sound effects and 
“animated” removal of captured 
stones, and will on request estimate 
the score and/or suggest a next 
move. Moves can be taken back 
{although the clocks are not rolled 
ack), and games can be 
interrupted, saved and continued at 


a later date. Printable game 
records, including simple ard 
diagrams (without numerals) can 
also be produced. 


In addition to playing the game, 
NEMESIS will play out simple 
joseki sequences, although without 
any commentary (I'd like to see 
NEMESIS display "refutations to 
non-joseki moves at some pend) 
Game records can also be edite 
(to produce book problem 
diagrams, for instance) but without 
a more sophisticated’ print option 
this may be of limited value. 

NEMESIS’s_ real strength, I 
believe, is as a tutor for neophytes 
and novices. NEMESIS _ has 
infinite patience (literally!) and 
will willingly put up with the 
worst beginners’ blunders. (A 
"tutorial" mode which would 
“comment” on what NEMESIS 
evaluates as good or bad moves 
would be welcome.) Even single- 
digit kyu players should be able to 
benefit from playing NEMESIS ‘at 
appropriate handicaps, although I 
suspect that frequent play at 9+ 
stones might actually have a dele- 
terious effect. 

All in all, NEMESIS is a well- 
designed, clearly documented 
package. Easy to learn and use, its 
convenient interface makes it a 
great introduction to the game of 


go. It also provides a constant 
companion to more experienced 
players temporarily lacking in 


human opponents. It remains to 
be seen whether future releases 
will bear out Wilcox’s ambitious 
program of reaching dan-level 


playing strength and/or sustain the 
claim of "world’s strongest go 
program", but there can be no 
doubt that NEMESIS and _ its 
creator, have already significantly 
enriched the go-playing 
environment! 


(NEMESIS is a trademark of Crystalline Creations Inc. ) 


Talking Stones 


Peter Shotwell 


Go And Thinking 


Most people who have been exposed to go and chess feel that these 
are more than just games - that playing them also nurtures mental 
development. he last column talked about some_ people who are 
teaching go to children with that aim in mind. One of the major 
problems they face, however, is the general ignorance in academic and 
educational circles of the value of go and its fascinating potential as a 
research tool. Up to now, chess has almost always been used for 
learning studies and in this and the next few columns I will take up the 
notion that go may be more suitable. . 

Go’s usefulness in this regard lies in its structure and the unique 
way that it engages the perceptions. To illustrate this, I want call 
attention to some differences between traditional Eastern and Western 
ways of thinking about what thought is. These differences will point us 
toward some 20th century developments in the philosophy of perception 
for which go seems a more apt metaphor than other Western games. 


Two Ways Of Thinking 


As we grow up we encounter things and concepts, we find out that 
they have names. Then we talk about them in whatever language our 
parents use. Yet if we think about this process a question arises. Let’s 
say we have already seen a number of chairs and now encounter another 
- how do we know that it is a "chair?" By its four legs? Its function? 


Its ane . 

is is indeed a puzzle and in fact this question has been a chief 
concern of Western philosophy since the time of Plato. One answer in 
Western thought has been that an "ideal" chair forms in the mind as a 
result of abstracting all the chairs we’ve met. This idea of a chair 
seems to have a life - a being - all its own. Thus every object comes to 
have two existences. There is the "real", ie. the "true" being which only 
the mind can apprehend, and the object as perceived by the senses 
(which can be fooled). 

: Chinese philosophy, which was unacquainted with Western (or In- 
dian) philosophy until the 3rd or 4th century A-D., developed an entirely 
different approach. "The mind is not regarded as an internal picturing 
mechanism which represents the individual objects in the world, but as a 
faculty that discriminates the boundaries of the substances or stuffs 
referred to by name," says one observer’. There is no theory of either 
abstract or mental Platonic entities - one acquires the ‘ability to 
distinguish chait-stuff from not-chair stuff, so that when one encounters 
a new chair one is not seeing a different object but a different part of 
the same stuff. The Chinese mind starts with the world and works 
inward; the Chinese language, with two important exceptions, does not 
permit objects to exist that tannot be perceived by the senses. 

The two entities that the Chinese language permits to exist outside 
the sensible world are the Taoist dualistic way of thinking and the early 
Buddhist concept of The Void. I will deal only with the first. In 
Taoist thinking, if there is Something then there must be Nothing. 


cont'd on p. 30 


T Language And Logic In Ancient China by Chad Hansen, Univ. of Michigan 
Press, 1983, p.30. 


The Ninth World Amateur Go Championships 
by Haskell Small 1-dan 


This 
the 


ear’s WAGC in Beijing was pe ay historic, being 
irst ever to take place outside 


of Japan. Among the 


several Americans who attended was The US Team Captain, 


Hal Small. 


Hal is no stranger to international events, having 


attended the 1983 European Congress. Nor is he unfamiliar 
with large events: after attending the 1983 EGC he was 


possesse 


by the idea that we in America do such a thing. 


He 


showed us all that he was right in 1985 in Maryland, when he 
Here is 


organized and conducted The First US Go Congress. 


his report as Team Captain: 


This was the first World 
Amateur Championship ever held 
outside Japan. The tournament 
site was the newly constructed 
"Lido Club" of the Holiday Inn 
Lido Beijing. I was impressed 
with the lavish treatment we re- 
ceived and the luxurious facilities. 
A large playing area was decked 
out with the insignia of the 35 
national associations represented. 
An adjoining lounge provided an 
ideal environment for the players, 
observers and organizers. The 
hotel itself was of the large resort 
type, with all the amenities 
including reliable hot water bac 
available in many hotels, according 
to rumor), shops, restaurants, 
recreation facilities. In fact, I felt 
a sense of ais pouted familiarity 
- I had come all this distance to 
see China and I could have been 


in Chicago! Well, I didn’t have 
long to wait. After a day of 
meetings and lost go players 


wandering around looking for a 
game, we were bussed to the 
recently completed, opulent _China- 
Japan Goodwill Center for Wei-chi. 
Built by the Japanese to further go 
relations between the two countries, 
it contains a number of _ plush 
playing rooms - some in traditional 
Japanese style - on three floors. 

e were led into the smoke-filled 


main playing room. 35 Chinese 


amateurs players were _ seated, 
awaiting their opponents for the 
scheduled Goodwill Match - the 


WAGC contestants, who won a 
majority of the games despite the 
use of Chinese rules which 
confused a few. We team captains 
who were not involved in the 
match were treated _ royally, 


Lae 


American Captain Hal Small and 
IGF Director Les Lanphear playing 
on the Great Wall 


although, alas, there were no go 
activities for us. I sipped tea and 
talked with the CI inese pro- 
fessionals, including Mr. Jiang, who 
recently toured the US with Mr. 
Shao (see AGJ 21:1). Mr. Shao was 
not there because he recently got 
married. I also perused the store 
in the lobby, where I bought a 
beautiful scroll, a writing set - and 
of course a Chinese go set. To 
one familiar with Japanese 
equipment, this set was most_inter- 
esting and unusual. Woven 
baskets, rather than wooden bowls, 
hold the stones inside handsome 
cloth boxes. The stones are a sort 
of marble, sensuous and ever so 
slightly less than smooth. Heliing 
the “black" ones up to the ligh 
reveals a deep green opacity. 

Even more interesting, these 
yunnan stones were flat on one 
side! This way of making stones 


cont'd on p. 24... 


Barbara Calhoun 
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For The Children 


James Chen’s American Go Institute 


James Chen of The American 
Go Institute is not your average 
American Go player, nor even your 
average Chinese-American go 
player. Mr. Chen numbers among 
his close personal friends Nie Wei- 
ing, who recently won the NEC 
uper Go Japan-China competition 
for China. He is also a very good 
and generous friend of American 


0. 
‘ For several years Mr. Chen has 
organized private exchanges of go 
players between the US and China. 
Last year, working with the AGA, 
Mr. Chen made possible a national 
tour, the first ever of Chinese go 
professionals (see AGJ 20:1). At 
the same time, Mr. Chen was 
thinking about ways to bring go to 
children. 

During June of 1985, The Los 
Angeles Chinese Go Club had its 
first summer youth wei-chi pro- 
gram. Approximately forty Chi- 
nese-American youngsters entered 
the program to begin their train- 
ing, which was provided free of 
charge. Mr. James Chen was the 
main organizer and served as in- 
structor as well. 

During the program, most of the 
youngsters developed tremendous 
interest in wei-chi_ and wanted to 
continue their studies. Mr. Chen 
kept meeting with them on week- 
ends, and after about six months 
they had risen to the 5-kyu level. 
At this point, Mr. Chen realized 
that with amateur training, these 
youngsters had less of a cance to 
become very strong players; they 
needed the tutelage of a high-level 
professional instructor. 

In May 1986 Mr. Chen invited 
Yi-len Yang, a professional 5-dan 
from Shanghai, to come to the US 
to instruct the youngsters. The re- 
sult was very encouraging: soon a 
dozen or so had advanced to 1-dan. 
Tony Pa, 1-dan, won the right to 
compete in The Second World Youth 
Wei-chi Championship in Taipei 
and several other students parti- 
cipated in goodwill matches and 
tours there in August 1986. 


Mr. Yang was in the front line 
of Chinese _ professionals. He 
represented China in the China- 
Japan Goodwill Tour (before the 
days of Super oo) and had good 
results against Japanese profes- 
sionals. Mr. Yang also brought 
with him to the US ten years of 
experience teaching and coaching. 
His students included a youngster 
who recently received recognition 
as a “boy wonder". Mr. Yang is 


also well-versed in go theory. He 
has written books on life and 
death. Those who attended the. 


Second Go Congress will remember 
the tall, thin, friendly young man 
who played ten or twelve. simul- 


taneous games a day. Those who 
missed him will have another 
chance this August in Mas- 


sachusetts at the Third Congress. 

After seeing the results of 
professional training, Mr. Chen felt 
it was important to train more 
puns as they will surely be 
he foundation of American go. 
The idea of an institute specializ- 
ing in training go players material- 
ized as Chen discussed the plan- 
ning phase with Richard Dolen of 
Los Angeles. Dolen also knows 
something about yong go players. 
He was among the first to note 
the aptitude shown several years 
ago by a young Santa Barbaran 
named Michael Redmond, who has 
since achieved the rank of pro 5- 
dan in Japan. 

The American Go Institute was 
formed in November 1986 in Los 
Angeles, with Dolen as President 
and Chen as Vice President. Mr. 
Yang accepted a teaching post at 
the Institute. 

"Mr. Yang’s teaching methods are 
highly personalized and go well 
beyond the conventional methods 
of commenting on games played” 
according to Dolen. | le is 
wonderfully patient with children 
and emphasizes all the factors 
necessary to play go, not merely 
the reasoning skills.’ 


At present the Institute has 


eleven students ranging in age 
from 5% to 15, all Chinese: or 
Japanese-Americans, including two 
girls. The Institute hopes to find 
ways to reach broader groups of 
people in its effort to promote go. 


In the few months since the 
Institute was founded, the ad- 
vancement of its students has been 
clear. Their improved strength was 
tested in tournaments. Philip Yan: 
improved from 1-dan to lan an 
pod third in January’s Amateur 

isei Tournament. Chen’s son Al- 
an, just eight, entered as 3-dan and 
placed well in the same _tour- 
nament. He and Tony Pa, also 4- 
dan, are this year’s’ North 
American representatives in the 
World Youth Championship. . 

Lin Hai Feng (well-known in 
Japan as Rin Kaiho) visited Los 
Angeles as the official 
commentator of The Kisei Game 
last January. While he was there 
he gave Alan Chen the following 
five-stone game. The commentary 
is by Mr. Yang. 

Bil is balanced, 12 and 13 be- 
come miai. 

B21 is a good point. 

B31 is no pe , Should bend un- 
der at a for better eye shape. 

B39 does not form fey in 
the corner but expands the frame- 
work. This shows that Alan has 
good whole game analysis. 

The attacking combination of 
BS51-53 is severe. 

When W clamps at_56, usually 
one connects at b. B57 and 59 is 
interesting thinking. 
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B69 is important. 

B81 is a good move. 

B89 is bad - should extend at c. 

In examining the whole game, B 
played smoothly and was thick, 
even though Alan’s experience was 
not enough to win the game. 

Lin pa Alan’s play, sayin 
"W felt the pressure throughou 
B8l was a good move - if B89 
extends at c the W group may die. 
At his age, one does not see too 
many Japanese players of the same 
strength. I was given six stones by 


Wu Ching-Yuan (the legendary Go 
peigen when I was ten." ; 
y is coming when children 


will be playing go all over this 
country, and James Chen’s Ameri- 
can Go Institute is helping to lead 
the way. 
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POPULAR OPENINGS 
by Jeong Soo Hyun pro 5-dan 


from Baduk magazine April 1987 
translated by Kim Dae-yool 
edited by Wynne Evans 


Example 1 - A severe pincer 
B’s 1 and 3 in example 1 was 

one of the most common old style 
opening patterns. Its popularity 
waned in the 1970s with the rise of 
the Chinese Fuseki, but it has 
recently returned to prominence. 
One of the reasons for the renewed 
popmeny of this pattern is the 
levelopment of the use of the one 
space low pincer, B7 in this 
example. 


Diagram 1 - An earlier pattern 

B’s most common response to 
W’s approach move used to be the 
two space high pincer at 2 in 
Diagram 1. In this pattern W is 
able to settle himself quickly with 
3 and 5. The result up to 10 is 
even, but W is stable everywhere, 
so he can come in at 11. This 
fuseki, with the board divided into 
small areas, leads to a leisurely 
game, which is thought to be to 
W's advantage when he is getting a 
komi of 5 1/2 points. The 
intention of the one space low 
pincer is to keep the W group 
unsettled. 


Diagram 2 - Black’s stones active 

The B pincer in Diagram 2 is 
more severe. If W chooses the 
joseki shown here, with the aim of 
settling himself quickly, B will get 
a thick shape that works well with 
his corner enclosure in the upper 
right corner, and he will have 
sente. This is unsatisfactory for 
W. 
Diagram 3 - White's usual move 

’s most common response to 

this pincer is the one space jump. 
The sequence through 15 is one 
possible continuation. Though this 
is a joseki, in this pattern B’s 
territory is worth more than W’s 
thickness, especially as B can look 
forward to exchanging Ba for WA, 
then Be, attacking the whole W 
group 
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Diagram 4 - New shape : 

n this fuseki, rather than descending with W6 
in Diagram 3, W is better off playing W2 in | 
Diagram 4. In the se uence through W4 (W12 in 
Beeeple 1) W settles his group, and later he can 
aim at a move around a. This is the best line of 
play for both sides. 


Diagram 5 - Variation In The Lower Left Corner 
When W pincered B’s approach move in the 
lower left hand corner, it might have been better 
to continue as in Diagram 5. When W turns at 10 
here, (instead of playing at a as he did with W24 
in Example 1), he becomes very thick. Compare 
this to the result in Example 1, 
where B is able to use his strong 
position in the lower left to play 


freely on the left side. In 
Diagram 5, on the other hand, it is 


W who can look forward to later 
exploiting B’s weakness around a. 


Diagram 6 - A solid fuseki for 


Black 
When B poe at 14 in Dia- 
gram 6 (37 in Example 1), W 


could pincer at 15 in the diagram 


instead of making a one space 
jump. However, if the sequence to 


J 
24 followed, W13 would turn out 


to be in an ugly position. 


The conclusion is, in the 


variations we’ve looked at, the 


initial adoption of the severe one 


space pincer (B7 in Example 1) has 


led to a fast paced opening, which 


in each case , has been an 


interesting one for B. 


Example 2 - Follow up to a 
fighting joseki 

In this example, W has played 
a counter-pincer at 10 (instead of 


covering the pincer stone with 10, 


as in Example 1) This is a severe 


modern variation of the joseki 


which leads to early fighting. W412 


and 14 show good technique for 


settling the group quickly. B25 is 


good shape in this position. 


Through W38 both sides have 


played well in the local situation. 


Again however, B has realized his 


intention of developing rapidly and 


of building thickness on the right 
side. 


Example 2 


Diagram 7 - A mild move 

Diagram 7 shows an earlier ver- 
sion of this joseki, where B simply 
plays 19 in the example at 12 here. 
Afier 12 in this diagram, W can 
play elsewhere. The variation in 
the example is more severe. 


Diagram 8 - Sacrifice Style 

It is currently more common for 
B to attack directly with 1 in 
Diagram 8 If W doesn’t know 
how to respond he can easily get a 
bad result. W might try initiating 
the sequence shown here, sacri- 


ficing two stones at 8 and 10 to 
make shape in the center, but the 


resulting B thickness works very 
well with his enclosure in the 
upper left corner. 


Diagram 9 - Black‘s thickness 

If W plays 2 in this diagram, 
instead of 14 in Diagram 8, B goes 
for thickness with the sequence 
through 5. Later B can cut at a. 
This is why W plays 22 and 24 in 
example 2. 


Diagram 10 - Attacking First 
There is another way for W_ to 

play: instead of jumping at 18 in 

the figure, he can attack the two 


B stones on the side with 2 in 
Diagram .10. 


Diagram 11 - Both sides content 


The sequence to 11 in Diagram 
11 results in good shape for both 
sides. B is content, but... 


LET’sGO $35 (PC Clones only) 
This powerful Smart Go Board will 
help you record your games and com- 
ments. Variants and sub-variants to 
any depth are allowed. A Compute 
function will indicate territory, influ- 
ence, and attempt to determine who’s 
ahead. A introduction to Go is in- 
cluded, and more Go lessons will be 
available at $10 per floppy. 


LET’sGO MASTER $55 

This version will enable you to create 
your own lessons, the best of which we 
will distribute. 


The Tank, Inc. 
Systems Consultants 
215 Berkeley Place 
Brooklyn, N.Y. 11217 


Call Jean-Claude Chetrit at (718) 688-2266 


or Stephan Lugert at (718) 622-0840. 
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Diagram 12 - A strong move 
‘When B cuts with 1 in Diagram 12, W2 is a strong reply. After B3 


and 5 W’s position looks fragmented, but-. 


Diagram 13 - Good for white 
With the sequence through 22, W gets territory and good shape. 


Diagram 14 - An actual game : 
This shows another possibility from an actual eae This way of 
laying is possible, but the original intention of the pincer seems to | 

ie een contradicted since it is W who develops thickness on the right 

side. 


Diagram 15 - Recent development 

B2 and 4 give rise to a modern variation. If W 
plays 9 and if 12 is a good move. Later B can 
spoil W’s eye shape by playing at a. The result 
through 16 is interesting for B, since W is forced to 


live on a small scale on the right side, giving B 
good shape on the outside. 


Diagram 16 - A new move 
Since all of the variations resulting from W’s 
py at 10 in example 2 have been advantageous for 
» it might be best for W to play at 4 and 6 in 
this diagram. This move most successfully counters 
B’s attempts to draw W into a fast paced game. 
W6 is worthy of being called a "new move”. 


Editor’s Note: 
For further 
discussion of this 
pattern, see 
Ishida’s Joseki 
Dictionary Vol. I 
p. 27-32. 


Words Of The Masters 


retold by someone or other 
from the Bakabakashi Chronicles 


At one time in China 
there lived an apathetic, shift- 
less moron named Lao Tzu and 
an insufferable prig named 
Kung Fu Tzu. They hated the 
sight of each other but they 
were both addicted to go and 
they were the only two go 
players in the kingdom, so 
they’d meet every evening for a 
friendly game. 

During one game Lao Tzu 
angrily slammed the stone he 
was holding back into the bowl. 
"Oh shit. Shit! Dammit. I 
didn’t see it. I thought they 
were connected.” Kung Fu Tzu 
was giggling and clapping his 
hands. He even did a prissy 
little dance. This was too much 
for Lao Tzu and he turned the 
board over and stomped off to 
the library, where he often hid 
to avoid work and people. 


On another occasion Kung Fu Tzu sniffled and his lower lip 
began to tremble. "You didn’t say atari.” He was sitting even 
more upright than usual, sticking his nose in the air and trying 
not to blubber. Lao Tzu howled and slapped his thighs; he could 
scarcely catch his breath, he was laughing so hard. So it went, 


back and forth. 

Now at one of these 
games a monkey showed up 
while the two combatants were 
locked _in a complicated semeai. 
Kung Fu Tzu was sitting very 
upright and stiff but his mouth 
had fallen open while he stared 
at the board and it gave him a 
stupid expression. Pity there 
were no flies about. o* Tzu 
was hunched over the board 
like a crab, muttering to 
himself, shaking his head and 
banging his head with his fist. 
The monkey was delighted. 
First he imitated Kung Fu Tzu, 
sitting stiffly with his mouth 
open. When he tired of that 


he imitated Lao Tzu, banging 
his head and chattering. hen 
he tired of that he went off to 
find his friends; he wanted 
them to see these two 
ridiculous-looking fools. 


One by one the monkey 
brought back a toad, a praying 
mantis and an elephant. e 
toad blinked in astonishment. 
The praying mantis dropped a 
leaf and watched spellbound. 
The elephant swung her great 
ears forward to listen and 
stared intently with her little 
eyes and once or twice drew 
crisscrossed lines in the dust 
with her trunk. The men did 
not look up. At last the 
monkey approached a little 
closer than the others and, 
jumping up and down to get 
the men’s attention, asked: 
"Sirs, what is the object of this 
game?” 

Lao Tzu spread his arms 
wide. oe an empire.” 

The animals watched for another half hour. Nothing was 
added or moved on the board but Lao Tzu and Kung Fu Tzu 
continued to crane their necks and stare and count on their 
fingers and bob their heads up and down and rattle the stones in 
the bowls beside them. At last the monkey ste forward and 
asked: "Sirs, what is the technique of this game 

Kung Fu Tzu cleared his throat and said, "At fifteen I set 
my heart upon learning. At thirty I had planted my feet upon 
firm Pout At forty I no longer suffered from perplexities. At 
fifty I knew..." 


"Oh, shut up.” Lao Tzu turned to the animals. "The sage is 
ruthless and treats his stones as straw dogs. He lets go of this 
and takes that. Too much gain or loss - which is worse? Set 
things in order before there is confusion. Resolve things only 
when forced. This is the way of go - minutely subtle, too 
profound to be known. Invade a large moyo as you would cook a 
small fish." 

He talked on and on until something on the board caught 
his eye and he stopped in mid-sentence. More time > 
nothing changed on the board but Lao Tzu and Kung Fu Tzu 
still stared and squirmed and scowled and scratched their heads 
and clicked their stones together. At last the monkey rubbed his 
bottom and stepped forward and asked: "Sirs, what is the reward 
of this game?” 

Kung Fu Tzu cleared his throat and said, "To learn and at 
due times to repeat what one has learned, is that not after all a 
pleasure?” 
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He reached to play a stone but Lao Tzu knocked his hand 
aside. “It’s not your turn.” 

"What? Is too. You played here last.” 

"That was four or five moves ago. After I played there you 
played here.” 

"No, that was earlier.” 

"Oaf.” 

"Liar." 

"Cheater." 

Lao Tzu yanked on Kung Fu Tzu’s beard, Kung Fu Tzu 
yelped and slapped Lao Tzu and they fell on the ground tussling. 
While the two sages kicked and rolled in the dirt the animals 
gathered around the go board and the elephant finished out the 
game. The semeai wasn't really hard to read because black had an 
eye and white didn’t. 


illustrations by Wynne Evans 
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AT THE MEIJIN’S TEACHING HALL 


by Fujisawa Shuko 9-dan 
translated by Bob McGuigan 
from the Nihon Kiin’s 1976 Art Of Go Series 


On January 13, 1937, the renowned Japanese grandmaster 
Shusai played the following five-stone game with a young boy 
who would later go on to join him in the pantheon of great 
champions - and write this memoir. This piece was published 
at about the time when Fujisawa - then age 50, a time when 
most payers look toward the twilight of their careers - 
stunned the go world by winning the largest prize in go his- 
tory, the brand-new Kiset sournn ORE s . ° : 

Shuko was to dominate the tournament for six years. He 
pike tie some go fans and endeared himself to others by 
drinking and carousing for most of the year, then successfully 
pulling himself together for each challenge. His observation 
that he only had to win four games a year to stay on top was 
eee quoted. He was finally dislodged from the throne in 
1983 by Cho Chikun, who by so doing became the first player 
to hold all four major titles simultaneously. 


I only had the privilege of playing this one et with Shusai Meijin. 
I was eleven years old then, two years after I had become an insei 
(professional student) at the Nihon Ki-in. I’ve forgotten how I happened 
to get this chance. Perhaps it had something to do with a popular 
series of handicap games appearing in Igo Club. 

At age fifty-four, Shusai Meijin had been the premier go player for 
twenty years.” His dignity and reputation made him seem to me like 
someone from above the clouds. However, after playing a while I 
relaxed a little and, killing a large group, I was able to score an im- 
pressive win. My bige) in this game shows the beginnings of a certain 
plucky courage and indicates my real strength and fighting style at that 
time. 

The Meijin being such an im- 
posing figure, there are signs of a 
certain rigidity in my play. Al- 
though locally everything is 
according to proper form up to 
B20, the center handicap stone is 
not being used effectively. Con- 
cerning B8, the Meijin commented: 
ii B should invade on the right 
side." 

If we suppose Bl and 3 in Dia. 1 
(next page), then bearing in mind 
the blockade set up by Ba-Wb-Bc, 
there will not be time for W9 in 
the figure, the Meijin added. I 
can’t disagree. 


Game Record 1 
(1-21) 
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In the same vein of preventing 
W9, Bi-W2 in Dia. 2 causes B to 
become overconcentrated and then 
W6 protects the right side. This is 
certainly not a good way for B to 
play. cannot hope for an urgent 

irect attack on the lower side. 

B10 and 12 are awfully stiff. B 
should still invade the right side 
with 12, or else block at 18, which 
also restrains a W invasion at a, 
and is better than the figure. . 

The Meijin commented, "At 14 if 
B invades, after Godving into the 
corner at b, W can hope for some 
sort of opportunity." 

If B1 in Dia. 3, after W2 and 4 
the thinness of B’s shape is empha- 
sized. Considering the possibility 
of W crossing under at a, this is 
fairly unsuccessful for B. 

B14 and 16 are one way of 
defending. B16 ‘can also be at c. 
In any case, after W defended at 
17 a chance to make the center 
handicap stone work positively was 
lost. BI8 is a splendid blocking 
move. B’s answer at 20 is also 
good for a handicap game, I 
suppose. The influence of the 
handicap stones remains strong. 


ON A GRAND SCALE 


Game Record 2: B22 is good judg- 
ment. Perhaps beginning to relax 
a little, from this point I began to 
dictate the rhythm of the game. 

If Bl in Dia. “4, then after W2 and 
4 B’s thickness is wasted because B 
cannot aim at an invasion on the 
right side. Locally, ete at 22 
is a loss for B. However, B can 
make use of the thickness created 
after 22 and turn to the severe 
attack of 28 and 30. The Meijin 
commented: “As a consistent course 
of action, B22 through 30 need no 
excuse.” 

However, instead of B24, 1 and 3 
in Dia. 5 make W overconcentrated 
on the right side and secure the 
corner profit for B. This is also a 

ible way to play. Considering 
hat this is‘a handicap game, W 
might resist by cutting at 5S with 2. 
However, if B descends at 2 he 
should have adequate prospects for 
fighting. 

n any case, the grand scale of 
28 and 30 in the figure made me 
feel a little hopeful. 
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Game Record 2 
(22-30) 


A CONSISTENT OFFENSIVE 


Game Record 3: If W sets the two 
stones on the upper side in motion 
Hight away, then naturally B ter- 
ritory on ‘both sides will harden. 

In an attempt to upset B’s 
expectations, W opens up oper- 
ations on the left ‘side with 31. If 
B1 in Dia. 6 instead of B32, W 
sets up a ko with 2 and 4. More- 
over, at B34 if B follows the usual 
pattern with 1 and 3 in Dia. 7, 
after stabilizing the left side with 
4, W can turn to settling his group 
at the top. 

After taking sente with 34 etc., 
surrounding with 38 is a consistent 
attack. This is an imposing way 
to play. When W plays 39 looking 
for some way to make sabaki 
(light shape), B40 in response is 
slightly lukewarm. 

a-W40-Bb-We-Bd seems a satis- 
factory way to fight. Though W 
sets up a ko with 43 and 45, B 
presses at 46 producing an example 
of the proverb that says there are 
no ko threats in the opening of 
the game. 


60 POINTS OF CONFIRMED 
TERRITORY 


Game Record 4: When W chal- 
lenges B to a ko with 47, B will 
ignore ed ko threat and he 
resolves the ko with 50. W gets 
compensation with 49 and 51. How- 
ever, instead of the ko threat at 
49, the en thought that per- 
haps 1 and 3 in Dia. 8 would have 
been better. 

In the figure, 52 and 54 are 
sowerful. Connecting at 56, B 
ives in the corner. If W then 
ae atari with 57 at a, after B58- 

60-B63, W seems to have no 
prospects for success. However, 
according to the Meijin “at B58 B 
should play at a, firmly capturing 
three stones." By being stingy 
about one stone at 58, B allowed 
W to extend his area of influence 
greatly with 59 etc. 

Even without er Sa best pos- 
sible, up through 66 B has 60 
points of definite territory. W’s 
total pelt is about the same, 
but above all the position has be- 
come simplified. The consistent: 
attack after B22 in Figure 2 has 
borne fruit and at this point I 
seem to have good chances of 
winning. 
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Game Record 4 
(47-66) 
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THE CADENCE IS DISTURBED 


Game Record 5: W67 aims at a 
while expanding the left side area. 
B defends with 68 and looks to- 
ward attacking on the lower side. 
With conditions favorable for 
maintaining his superiority, B72 is 
a strange move. The strongest ans- 
wer is 1 and 3 in Dia. 9. 2 at 
a, after B2-Wb-Bc the whole_lower 
side is under severe attack. Instead 
of B42, it seems better for B to 
patiently connect at b-W74-B81. If 
B answers 73 at 79, after W78 it 
gets hard to find eye shape. The 
sequence following B74 set up a 
ko which leads to an exchange 
with 88, but the trade seems 
unequal. If B plays tenuki at 86 
he collapses completely as in Dia. 


DRIVEN INTO A CORNER, BUT... 


Game Record 6: After W89, re- 
versing the corner profit, the 
chance to attack on the lower 
side was lost. Even though W’s 
side area had been ruined, it was a 
comparatively unprofitable trade 
for B. In addition, as the Meijin 
commented, "B90 was of no use 
here." 

93 eliminates the threat of Dia. 
ll. If Bi-5 in Dia. 11, B can aim 
at a next. If Wa at b, then Bc is 
big. After this, B’s slackness has 
become obvious. For B94 too, it 
seems better to surround the center 


at 101. 
W95 is ingenious. In response, if 
Ba, Wé feels right. If B 96 then 


the attachment at 97 materializes. 
If B98 at 99, after W98-Bc-Wd W 
lives easily. 

So B submits with 98. However, 
there is considerable potential re- 
maining in the form of a W move 
at_e. 

For the most part, B has been 
driven into a corner. However, if 
B can succeed with the blockade at 
100 there will be no doubts about 
his gaining a superior position. 

After Zou at 101, W plunges 
in at 105. 
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Game Record 6 
(89 105) 


FIGURE 7 - A BIG GROUP 


SLAUGHTERED 


Game Record 7 At B10 it would be 
ible to attach at 15, surround- 

ing the upper part of the board. 

However, answering once, I was 


aiming at everything. 
With 16 and 18 B reduces the 


left side. This is advantageous in 


case W manages to somehow settle 


himself. 


B28, 30 and 32 are decisive. 


shengh the stones became crowd- 
ed, I found confidence in my 
reading. If W39 at 40, settling the 


center group, B39-Wa-Bb and B 
wins the capturing race. 
Concerning B46, if instead B plays 
1 in Dia. 11, W plays 2 etc. taking 
advantage of B’s shortage of 
liberties to live. If B48 at c then 


W_saves himself with d. . 
Ignoring a small loss, B killed a 


(106-148) 


big group and scored a magnificent 
victory. 


= Computer Go = 


An international newsletter 


Stay in touch with the world of computer go: 


software 
algorithms 
players’ aids 
rotocol 
| research 


$10/yr (4 issues) to: 


David Erbach 
71 Brixford Crescent 
Wiipeg, Maitoa R2N 1E1 


Canada 
(204) 256—2537 


“If you are interested in Go, buy this program." 


Jerry Pournelle, BYTE July 87 


NEMESIS...the Go Master™ 


* Plays like a person 

Amazingly, NEMESIS™ plays a game that 
is often indistinguishable from that of a 
person. He even provides a fascinating 
look into his thoughts by revealing the 
motive for his move. Watch for his 
occasional sense of humor! 


* Incredible 1000+ Joseki Tutor 
NEMESIS™ helps you visually master the 
standard corner openings developed over 
the ages in the context of your game. 
Challenge yourself with NEMESIS™'s test 
mode. See the available joseki moves 
simultaneously. Scan completed corner 
positions to consider their ramifications in 
your game. 


* Flexible Problem Setup 
NEMESIS™ has a board editor that lets 
you easily recreate book problems or 
situations from other games. 


«Is the world's strongest computer Go program 
«Has selectable personalities up to 15 kyu 
«Uses 9x9, 13x13, and 19x19 boards 
..Handicaps from 1 to 19 stones 

--Plays Black and/or White 

«Keeps time for both players 

..Takes back or replays moves 

«Calculates the score at any time 
..Conforms to Chinese or Japanese rules 
..Saves, restores and prints game records 


* Need Help? Ask NEMESIS™ 

Let NEMESIS™ recommend a variety of 
moves and explain why. Ask him who's 
winning and watch as he highlights the 
stones he thinks are dead. If you aren't 
sure what to type, just ask NEMESIS™. 
He has a comprehensive on-line help 
facility. 


“Simplicity +Speed=Ease of Use 
NEMESIS™ has a uniform interface that's 
easy to learn. Stones are placed using 
cursor keys or coordinate notation. Unlike 
many people, NEMESIS™ usually 
generates his move within 30 seconds. 


* Free Upgrade 

Registered owners will automatically 
receive a FREE upgrade certified at 15 
kyu. Significant discounts are given for all 
future upgrades. 
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Coming in September! NEMESIS™ on the MACINTOSH 
U.S. Price for the PC 320k or MAC 512k is $125 + $3 shipping 
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We weicome all questions and comments. 
NEMESIS™ thanks you for supporting his development.. 


Crystalline Creations, Inc. 34 Oak Street Lexington, MA 02173 (617) 863-1454 


Thinking About Go 
an interview by Edward K. Ream 


The City of Brotherly Love a 
blooming go prodigy. 21-year-o. 
two years ago, yet The Philadelphia Go Club current 
How did he do it? I called John to get 


him at mid-dan level! 
acquainted and 


ound that the novel and interestin 
expressed immediately changed the way I play. 


ars to have produced a late- 
la 3 


John Bender took up f° only 
y rates 


ideas he 
ohn and I 


have talked several more times since then, and some of the 
highlights of our discussions appear below. 


ER: How did you go from com- 
plete beginnet to dan level play in 
one yea 
JB: I didn’t play many actual 
roe I play about once a_week. 

read go books, but not all that 
many. Playing and reading wasn’t 
the key for me - thinking about 
the game was. I improved a lot 
during a two-month layoff. I am 
a student so I don’t have a lot of 
time to study go. I have to use 
my study time as efficiently as 
possible. 

I tried to avoid developing bad 
habits of thought. Rather than 


laying actual games, I played 
ihren alot of profetioual 
games. I think some of the pros’ 


good habits just came through by 
osmosis. 

ER: How fast do you play? 
JB: There is no set s I don’t 
waste time trying to read out ridi- 
culous long series of plays. 
Complex reading isn’t worthless, 
but I can’t justify the time and ef- 
fort involved in developing that 
skill. I can always learn to read 
better later. Right now my ap- 
proach is to concentrate on the 
broader aspects. 

ER: Can you describe how you 
think about go? 

JB: That’s hard_I really don’t know 
anything about go. I just look at 
the board as I go along. I try to 
keep completely away from pre- 
conceived notions. 

I look at everything freshly. I 
keep an open mind. I think to 
myself - wow, that’s really neat, 
I've never seen anything like that 
before. ' 


I keep in mind a plan of what I 
want to do. Most ple have no 
idea of what they want to do. 
Once I make up my mind on a 
plan, I pick a simple move that 
obviously accomplishes what I have 
in mind. For example, suppose 
there is a running fight going on. 
I see lots of people agonizing over 
the correct way to jump out into 
the center, trying to find alter- 
natives to the Shvious one-point 
jump. I would just make the ob- 
vious move. 

If a plan involves complicated 
moves that require lots of reading, 
it probably is not any good. 

move is a move no 

matter what the opponent does. 
People try to predict what their 
opponent will do and base their 
decision on that prediction. That’s 
dangerous and unnecessary. 
ER: Making a plan and playing 
consistently with it.How do you 
ick a plan? 
B: It’s usually obvious. |Some- 
times you have to think a little 
but not that much. For instance, I 
might choose to block in the direc- 
tion of the longest extension from 
a star point enclosure. That’s ob- 
vious. But if my goal is to attack 
a group, then I would think over 
which direction to attack from. 
ER: [I’m still not too clear about 
how you develop a plan. 
JB: Well, you want _a reasonable 
plan. By reasonable I mean a plan 
that you don’t laugh at your own 
reasons when you go over them in 
your mind. In other words, pick a 
plan by discussing it with yourself 
and justifying it to yourself. 


(to be continued next issue) 
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has both an advantage and a disad- 
vantage. It is undeniably more 
difficult to pick up a captured 
stone, but the advantage becomes 
clear when analyzing a game - 
variations can be clearly shown by 
lacing these stones upside-down. 
his type of equipment was used 
throughout the Championship, 
gang an extra exotic element for 
the players. 

After the match we moved 
onward to the Beijing Hotel for 


the opening Sromony. I believe 
this is the oldest and largest hotel 
in downtown Beijing <A grand, 


ornate lobby led the way to the 
ballroom, a ‘huge space with carved 
pillars and lattice work around the 
ceiling. An enormous amount of 
food “was laid out on two long 
tables in the center of the room 
and tables seemed set for several 
hundred people. We players and 
guest officials arrived first, and 
were quickly joined by a throng of 
local playérs, well-wishers, press 
and TV cameras, etc. The players 
were asked to line up and parade 
in officiously, and then came a 
long series of introductions and 
several speeches. Several toasts 
were made and finally we could 
eat heartily and ‘enjoy the 
entertainment - a Chinese 
“orchestra,” a singer and a dance 
troupe playing estern-style songs 
which seemed rather watered-down. 
I would have preferred to hear 
more traditional, indigenous music, 
but the performances were 
excellent, well-rehearsed and 
presented. The event was on 
national TV the following evenin 
and the tournament itself was well- 
covered throughout the week. 

The American contender, Takao 
Matsuda, started off with a bang, 
winning his first four games. 
Watching these games, by the au- 
thor of the legendary Matsuda Go 
Letters, I got quite a go lesson. 
Mr. Matsuda followed a consistent 
plan. He would open most games 
with solid territorial play, then 
jump into his opponent's “grand 
scheme" and somehow find that 
elusive feat of miai that would ex- 
tricate him from an impossible po- 
sition and make his opponent te- 
sign. 


East meets West: American 
Contender Takao Matsuda chats 
with Victor Bogdanoy 6-dan, 
representing the USSR 


Unfortunately, Mr. Matsuda’s 
next four games perfectly evened 
out his record. The first three 
losses were quite understandable - 
he was pitted against Hong Kong, 
Korea and China. In the fourth 
ame, however, he met Laurent 
eiser, a 19-year-old 4-dan from 
Luxembourg with whom, as he put 
it later, he got "a little ‘sass >. and 
Heiser scored an upset. The loss 
prevented Matsuda from inclusion 
in the top winners’ bracket, and 
was also indirectly the game that 
decided the Championship. A 
pe way tie had developed among 
China, Japan and Korea, each hav- 
ing 7 wins. The sum-of-opponents’- 
scores tiebreak method was used - 


and Mr. Imamura of Japan owes 
Mr. Matsuda a drink! (If Matsuda 
had won, Yu 6-dan of China would 


have won the match.) 

Other big games were the Japan- 
China confrontation (Japan won), 
several of the games involving the 
Bericulaly unflappable Lee Kwan 

hol of Korea, and Briton 
Matthew Macfayden’s games. 

The tournament was a eight- 
round Swiss, with the top eight 
players seeded so as not to meet in 
the first round. This rule is 
applied to the representatives 
whose team members finished in 
the top eight in the precedin year, 
and sometimes to other well- nown 
strong contenders. For example, in 
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Matsuda Faces Korea’s 
Lee Kwan Chol 5-dan 


1986 Ronald Schlemper of Holland 
was seeded in the top eight on the 
basis of his past WAGC record. 

The Chinese also had a problem 
to deal with and came up with a 
rather interesting solution. It was 
no surprise to learn that the team 
from Chinese Taipei, admitted to 
the IGF in 1985, did not attend 
this year’s tournament because of 
political factors. However, the 
player from Chinese Taipei had 
finished fifth in last year’s 
tournament. It seems that rather 
than explain his absence from the 
top eight, he "disappeared" from 
the program book. In his place 
was a player from Czechoslovakia, 
who had finished in the lower 
middle of the 1986 pack. 

I looked up from my program to 
think over the intricacy of this 
state of affairs and noticed a small 
sticker on one of the poles 
supporting the velvet ro that 
de rested the playing area "Made 
In Taiwan," it said - also 
reminding me _ that at_ the 
Goodwill Match we had used Ing 
Foundation electronic clocks. 

I found a lot of the fun and 
most of my playing in a. bar on 
the balcony overlooking the hotel 
lobby. I had plenty of informal 
ames accompanie good 

hinese beer and attempted multi- 
lingual conversations. m one of 
Many occasions, I sat down at a 
table and presented myself with 


my portable pegboard go set and 
asked if anyone would like to play. 
Aver tiendly Japanese man 
accepted the challenge and asked 
my strength. I told him "shodan" 
and he said seven stones, so 
naturally I handed him the black 
pegs and waited. After a 
moments confusion he said again, 
"seven stones," and handed back 
the black. An acquaintance finally 
clarified that he was 8-dan pro- 
fessional! In the game that ensued, 
I seemed to hold my own until Mr. 
Shirai played a clever sequence 
that simultaneously saved one of 
his "dead" Broups and threatened to 
kill one of mine. It was a good 
go lesson but even more important 
was the camaraderie with this 
kindly man and others from all 
over the world, strangers yet 
sharing something so deeply. 


Many top go celebrities appeared. 
The Japanese Team Captain was 
Eio Sakata 9-dan, a living legend 
whose presence also graced last 
year’s US Go Congress. Also in 
attendance from Japan were Mr. 
Yoshuki Nagahara 5-dan, co-author 
of Basic Techniques of Go and 
Strategic Concepts of Go, and Mr. 
Tadao Kurita and Mr. Yusuke 
Oeda = 8-dan; Mr. Noriyuki 
Nakayama passed through Beijing 
with a tour group and Chizu 
Kobayashi also stopped in for a 
day. “ Among the many Chinese 
pros who came by, Nie Wei Ping 
was especially popular with a 
series of impromptu analyses. His 
new book was selling well at the 
bookstores, and he was then on the 
verge of winning The NEC Super 
Go Match for the Chinese team. 

_ Many other people with no offi- 
cial involvement came to view the 
festivities, including Moon Cha of 
the Washington area, and AGA 
Treasurer Barbara Calhoun, who 
participated in some meetings 
concerning the rules issue. With 
all these people milling about, the 
affair takes on the feeling of a 
convention, and this is not far 
from the truth. Along with the 
Championship, The International 
Go Federation conducts its onl 
Board Meeting and Genera 
Meeting of the year. Matters of 
importance to the future of 
international go are discussed 


throughout the week in casual chat 
after chat. A popular subject this 
ear was the ho that following 
The Tenth WAGC next year in 
the World Amateur Go 
Championship will take on a truly 
international character by being 
hosted in different countries in and 
outside the Orient. The possibility 
of a Championship in or 
thereabouts somewhere in the US 
was discussed. 

On our day off we went to the 
Great Wall, about an hour’s drive 
from Beijing. Sight-seeing attrac- 
tions usually don’t interest me but 
this was truly extraordinary. Not 
only remarkable as a_human feat 
of ‘engineering, the Wall is set 

rfectly in _an awesome, dramatic 
andscape. But go players beware - 
there is no way to have a game 
there without playing close to a 
wall (playing close fo one’s own 
wall is probably a worse sin!) 

That evening we were treated to 
a Peking Duck banquet in down- 
town Beijing and it was a super 
meal by any standard, especially 
for those of us who had been 
eating the Westernized junk at the 
Holiday Inn. _We discovered too 
late that the Chinese restaurant in 
the same Holiday Inn(which was 
not covered by our meal tickets) 
was superb - but not too late to 
have a meal involving a succulent, 
foot-long fish, among other things, 
for about $8 per person including 
drinks and extras. — 


The Chinese people are 
extremely friendly. I’ve heard it 
said they can turn cool and retreat 
if the wrong question were asked, 
but I found their friendliness to be 
inviting and open. Besides the 
workers and waiters in the hotel 
and people on the streets that I 
exchanged "Ni hao" with, by far 
the best example of this was my 
visit to a Chinese home. This is a 
rare privilege for an outsider, since 
many Chinese live in humble 
circumstances. I was sharing a cab 
downtown with a Chinese-Ameri- 
can attending the Championship, 
who decided to stop off and visit a 
relative and invited me upstairs. I 
was warmly greeted by a_ physician 
who lives in a _ spacious but 
rundown 2-3 bedroom apartment. I 


Tokyo, 


was invited to stay for lunch, 
which turned out to be the_best 
meal I had while I was in China. 
There were homemade dumplings 
assorted vegetables, teoraels of 


* marinated chicken and a sweetened 


rice gruel - an old family tradition, 
I was told. . 

At the closing ceremony I had 
the mien pleasurable experience 
of performing a short concert on 
the hotel’s brand-new, near perfect 
10-foot Bosendorfer piano. To me 
go and Mozart mix extremely well, 
and I felt grateful for the 
opportunity to make such a_per- 
sonal contribution as part of m 
participation in this  ground- 
breaking event(Hal is an_ inter- 
nationa known pianist and com- 
Coner-ed) 

Besides the obvious credit due. to 
the Chinese Wei-chi Association 
for their tireless work in orga- 
nizing and honoring this event, 
many other individuals and organi- 
zations deserve thanks. Specifi- 
cally, the Nihon Kiin shared 
responsibility for the success of the 
tournament through the help of 
Mr. Oeda, Mr. Kurita and other 
IGF members, John Power was 
extremely visible throughout the 
week as English-Japanese 
translator. Communication was 
often done in steps - Chinese to 
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Small gives a concert at the closing 
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KESHI AND UCHIKOMI 


Based on writings by Kaoru Iwamoto 9-dan 
Translation by T. Ogoshi 

English preparation by Roger A. Newlander 
Edited by Don Wiener 


TYPE IX 


This formation is similar to 
Type VII, except that B’s position 
is stronger due to the presence of 
BA. De pie this extra stone, it is 
still not too late for W to attack 
B’s position. 

DIAGRAMS 1 & 2: W can 
invade at W1 of Diagram 1. Then, 
if his only object is to live, that 
can be accomplished without too 
much dificulty. However, if B gets 
too strong on the outside, W may 
lose more than he gains. For this 
reason, proper planning is essential. 
B2 is the natural answer to the 
invasion, and W can live by peep- 
ing at 3 and then following a line 
such as that of Diagram 2. In this 

sition, although has survived, 

has obtained a very strong 
outside influence and can reduce 
W’s area at any time by such 
simple means as playing at a. De- . T i 
spite this, the result cannot be Diagram 1 
considered bad for W. On the 
other hand, it is not quite satis- 
factory, therefore W should try for 
some better plan. 
DIAGRAMS 3 & 4: How 
about a different invasion point, “OO 
such as W1 here? B may answer + 7 
with the strong plays of B2 & 4, é 7 
and play might then continue as in OF 
Diagram 4. B cuts at 14 after tak- Le 
ing a W stone with 12 and W is in a 
bad ig W may now find a i, 

ay to live in the corner, but his T Tt t 
failure in the center makes this Diagram 2 
result bad for him. 


0 


Tt Trt | T 
Diagram 3 


Diagram 5 


DIAGRAMS 5. 6 & 7: 
should try peeping at W1 first and 
then invading at 3. After this, B 
cannnot cut at 7 with his 6 in 
Diagram 6 because of the influ- 
ence of Wi. Continuing in 
Diagram 7, the pe s through 12 
will follow. Note the difference 
between this and Diagrams 2-4. 
Here it is W’s turn, he has ex- 
panded and solidified his area on 
the upper side, and he has a strong 
move at a, which builds up his 
area to the left while forcing a 
reply by B (hence B12 at b would 
be better). 


DIAGRAM 8: On the other 
hand, W might instead strengthen 
his stones by playing 9 in Diagram 
8 and then consolidate his area 
with W13. 

DIAGRAM 9: If B stands at 1 
here, W achieves a fine form with 
the play through W8. B’s forma- 
tion is split and both his pg 
are unsteady, so this is bad for B. 

DIAGRAMS 10 & 11: If B 
answers W’s peep with B2 in 
Diagram 10, W might invade at 3, 
but W3 of Diagram 11 is still a 
better invasion point. Again W 
escapes to the outside, cutting B’s 
formation in two: 
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Diagram 10 


Diagram 11 


DIAGRAM 12: If B adopts the 
defense of B1 of Diagram 12 
instead of 4 of Diagram 11, the 
result would be similar to Diagram 
8, but_this would be worse for B, 
since W can still penetrate further 
into the corner. 

DIAGRAM 13: Instead of B3 
of the previous diagram. if B cuts 
at 1 here (as he did in Diagrams 3- 
4), the continuation through 10 will 
be good for W. The meaning of 
A is clear - it is this play that has 
produced the ‘eee result for W. 

DIAGRAM 14: If B tries a 
counterattack with B2, the proper 
procedure for W is to ignore this 
and proceed with the invasion by 
playing 3. W next threatens Wa, 
which would isolate the B stone as 
well as aim to reduce the corner. 


AVAILABLE FROM THE 
AGA 


tr The Way To Go - a 
proven introduction for the 
serious novice. $2/copy: 
quantity discounts. 


The American Go Association 
PO Box 397 — Old Chelsea Station 
New York NY 10113 
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Japanese to English. And of 
course Japan irlines deserves 
grateful acknowledgment for their 
role in co-sponsoring this event and 
for their support of go in general. 

My adventure was only half over, 
though. _ Following the group’s re- 
turn to i - on a flight during 
which huddles of players could be 
seen scattered about the cabin - I 
learned a bit about the Japanese 
train system and made my way to 
Mr. pees residence in Kuki 
about an hour outside of Tokyo. [ 
was warmly welcomed by Mrs. 
Nakayama, their son and their do 
Chibi, even though it was 11:30 a 
night. For the next five days I 
was Mr. Nakayama’s guest. I had 
a great_ time exercising the 
Japanese I had been practicing and 
ieoteng nly enjoyed the typical 
Japanese hospitality. 


+t rt 
Diagram 14 


In addition to a few sightseeing 
ee -, to the Daibutsu (Great 
Buddha) in Kamakura and on the 
Shinkansen (Bullet Train, which 
makes the Metroliner seem like an 
On cart) to the Hakone-Fuji-san 
area. I visited the Nihon Kiin and 
The Takadanobaba Club. The 
only AGA Chapter in Tokyo, it 
was stuffed with about 100 people 
and filled with smoke on a 
Monday afternoon. They have a 
unique system of pairing players 
using cards and changing ‘the 
handicap or komi (sometimes with 
reverse komi) after each game with 
the same opponent. 

There is also a club in the 
Shinjuku district that is open 24 
hours a day. Many times on the 
subway I observed people reading 
o columns in the newspaper. It is 

is raw availability and total 
immersion in go that makes me 
eager to return as soon as I can. 
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Something and Nothing give birth to each other, Long and Short 
offset each other, High and Low determine each other, Front and 
Back give sequence to each other....We turn clay to make a vessel; 
just where it is absent is the use of the vessel. We chisel out 
doors and windows to make a house; just where it is absent is the 
use of the house. 


Need I add, we use stones to make an eye in go; just where they 
are absent is in the use. This nothing is the Tao. The Chinese 
language can deal with these concepts because yu (there is) is not 
negated by pu {not} but rather by wu (there is not), "Real" and "unreal" 
ate dealt with similarly in Chinese. We cannot deal naturally in English 
with this type of concept - to us, what is, is; what is not, is not. But to 
the Chinese mind, what is, is yu; what is not, also is: it is wu. We 
cannot perceive it, it is formless; yet everything comes out of it. It has 
a being but does not exist for the’ senses. 

f course, neither of these theories really explains why we can 
discriminate g chair from the rest of the world - there are other 
complications’ - but as Hansen says: "What is hard for us Wesenis) 
to acknowledge given our common sense commitment to menta 
abstract ideas is that the detour through ideas doesn’t explain the ability 
at all. It merely pushes the puzzle to a different level."* If we cannot 
discriminate we cannot learn a lan uage, in fact we cannot "learn" 
anything at all. Psychologists study this iscriminating process and the 
resulting piece of learning. What philosophy can do is try to point us 
in the right direction towards uncovering this process. 


How Chess Fits In 

It is easy to see why ideas about chess might be more compatible 
with Western thinking and go with the Eastern approach. The aoe 
on a chessboard has less to do with the perceived pattern and more to 
do with the interaction of the ideas each of the pieces represents. The 
King, aside from his symbolical, feudal overtones, is a marker for certain 
abstract qualities - he can only move in a certain way; when he can’t 
move there is a stalemate, when he is captured the game is over. 

The German philosophet Karl Wittgenstein (1889-1951) used these 
aspects of chess to develop ideas about learning and language. Unable 
to define exactly what language is after stumbling over the problem of 
"ideas" and the split between them and the world they describe, he 
decided that language is composed of many “language-games", and chess 
was one of his prime examples. Chess players have their own meta- 
language which uses common words that have special meaning. 
Language itself is the sum total of these more-or-less interacting 
language games which in their interaction tend to create new words and 
new anes. Thus language is ever changing and constantly moves 
forward. € can only describe it, we can never obtain a solid, enduring 
concept of what it is. ; 

he problem is that no one can learn chess by themselves - it has 
to be taught in the "mother tongue". Thus Wittgenstein’s language 
games always follow the processes of learning a secondary language. We 
are no closer to the learning process than when we started. 


The Phenomenologists 


Not just Wittgenstein but Western philosophy in general reached a 
sort of impasse because of problems erie with the double world of 
mind and body, of subject and object until the henomenologists took a 
different approach. his approach was remarkably like those of the 


2 “Being in Classical Chinese" in The Verb Be And Its Synonyms, ed. by 
J.W.M. Verhaar, D. Reidel, 1967, p. 20. 

3 see Hansen, for example. 

4 Hansen p. 179 - Footnote 35. 
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Taoists and Buddhists of ancient China. Husserl (1859-1938), followed by 
Heidegger (1889-1976), was more or less the first to explore the 
possibility that “words and language are not wrappings for the commerce 
of those who write and speak. It is in words and language that things 
just come into being and are." 

He meant that we cannot "know" anything without using language. 
We cannot tell that we have discriminated anything from its 
surroundings unless it has a name. But true reality is not an abstract 
world in our minds - our true reality is formed by language. 

Language thus has a being all its own. This idea has been very 
important in legitimizing 20th century scientific observation, particularly 
in the social sciences and most pattioularly in the development of gestalt 

sychology with its emphasis on the mutual dependency of ground and 
ield, and the absence of a split between subject and object, and the 
interaction between observer and observed. Consider the following 
uotation from the french psychologist and phenomenologist Merleau- 
Bonty (1908-1961): 


Seen from the social angle (which is by no means the only 
significant one for Merleau-Ponty) language occurs primarily in the 
form of a dialogue. Here my thought and that of the other insert 
each other into a common ground...in a common operation of which 
neither of us is the creator. There is a being-at-two, and the other 
is no longer for me a mere behavior in my transcendental field, 
nor am I in his; we are both mutually collaborators in a perfect 
reciprocity, our perspectives slide (glisser) into each other, we 
coexist across a same world. In the present immediate dialogue I 
am liberated from myself; the thoughts of the other are not really 
his own, it is not I who form them, although I grasp them as soon 
as born or anticipate them, and even the objection which my 
partner makes to me elicits from me thoughts which I did not 
know I had, so that if it is true that I lend him thoughts, he 
makes me think in turn. It is only afterwards, when I return 
from the dialogue and recall it, that I can reintegrate it into my 
life, make of it an episode of my history, and that the other re- 
turns to his absence or, inasmuch as he remains present to me is 
felt as a menace. 


This sounds almost like a go game and it is fascinating to look for 
a moment at some other "profo-go" words and concepts that resound 
through the writings of the phenomenologists, even though none of them 
seemed to be aware of the game at all. To Heidegger, language is "The 
House Of Being"; to the Koreans, “House” is a simile for the eyes of a 
live group. He agreed with a Japanese scholar on how language, as a 
symbol of consciousness, opens up like a flower on a vast space-time 
continuum. It comes into being, in other words, much like a newly born 
group, becoming suddenly more than the sum of its parts. 

Husserl’s and Heidegger's views about our "world" (ie. our 
perceptual field as bounded by a "time-horizon") and about the 
“primordial praxis" (the natural laws at work within our perceived world) 
- can be visualized as a go board with the rules of go at work on it, 
and the "time-horizon" as the edge of the-board. Without these edges no 
learning is possible in phenomenology, and no game is possible in go. 


5 Martin Heidegger by George Steiner, Penguin Modern Masters series, 1980, 
p. 41. 

6 The Phenomenological Movement by Herbert Spiegelberg, 2 vols. (The 

Hague, 1960), p. 570. 


@ 


Classical philosophy and phenomenology differ in their 
understanding of time. The sénse of time in go avd chess is also very 
different. Whereas chess pieces mark the moves of abstract powers 
through space, go pieces record the pure movement of time. A _ black 
stone is put down, then a white one - one is meaningless without the 
other. Time is always "now" and there is no “objective” point of view. 
In the phenomenologists’ view, time consistsof action and teaction - 
without both time does not move. We cannot be aware of it. This is 
why my stone, having no liberties, can capture your surrounded group 
with one liberty by p aying inside. 

This is also trué to an extent in chess, but in chess there is no 
record of what went before - the erceptions involved do not hinge so 
much on the past, and future possibilities are not so clear either because 
of the profusion of rules and concepts. The possibilities in go for 
pollo the development of percepon past the various plateaus 
represented in the rating system are far greater. Go is more like a 
language that is expressed visually rather than orally. 

Next time - some thoughts from the realm of probability theory, a 
discussion of how the spatial laws of go are almost “natural”, and a 
review of some of the chess psychology studies and some possible new 
directions. 

I want to thank Bob High, Dr. Tim Knab, Roy Laird, Susan Long, 
Wynne Evans and Marvin Wolfthal for taking the’ time to review the 
manuscript and for helping to devise ways to say things better than I 
could. However, the errors are all mine. 


7 In Speech and Phenomena and Other Essays on Husserl’s Theory of Signs 
(Northwestern U. Studies, 1973, Pp. 62), Jacques Derrida considers Husserl’s idea 
of time to have "a non-displaceable center, an eye or living core - the 
punctuality of the real now." 
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Available July— Order your copy now for just $6.95 plus $1 s/h. 
Send to: Ishi Press International, Dept. J1, 1101 San Antonio Rd., Suite 302, 


Mt. View, CA 94043. 


BECOME 
AGO 
“| MASTER! 


Try Our ae No-Risk Offer 


You can’t begin to seriously play GO without 
reading every quarterly issue of GO WORLD, the 
in-depth, quality magazine that teaches you how 
to improve your GO playing skills. GO WORLD 
includes: 


° World-wide coverage of GO news & major 
events. 

® Detailed analyses of how the pros won or lost 
critical matches. 

° Comprehensive articles & diagrams on how 
to improve your game. 

© Features on GO celebrities, history & culture. 


For more than nine years, GO WORLD has been the 
leading English-language 4 
resource providing readers + 
with the most GO infar GOwortp 
mation. We're so sure that 
you'll agree as soon as you 
read your first copy, that 
we're making you this one- 
time Special Offer: 
RECEIVE YOUR 
1ST COPY OF 
GO WORLD 
AT NO RISK! 


NAME | 
ADDRESS | 
CITY STATE ZIP 


Check term __1 year ($12) ___2 years ($22) | 
desired: __ 3 year ($30) 

(Canadian subscriptions cost $3 more/year 
than amounts listed above.) | 


ISHI PRESS INTERNATIONAL 
Department GW2 
1101 San Antonio Rd., #302 | 
Mountain View, CA 94043 
(415) 964-7294 

ME EEE ERE Eom! GE Ge 

“Good only for 90 days from the date of this ad. 


— 


No airline can take you to more of the Orient more 
comfortably and conveniently than Japan Air Lines. 
Discover the luxury, the elegance, the impeccable service 
of Japan Air Lines on your next flight to the Orient. For reserva- 
tions, call your travel agent or Japan Air Lines: 800-JAI-FONE 
(525-3663). 


JAPAN AIR LINES 
We give you more of the Orient. 


From NewYork Chicago Los Angeles San Francisco Seattle 
Honolulu. Anchorage Vancouver Mexico City Sao Paulo Rio de Janeiro 


